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| et me conclude with two impor- 
tant thoughts. First, Warship 


should be played as a series of battles 
with players keeping a running point 
tally. At least, have both players take don't continue to adhere to any rule 
each side of a given scenario. The that has outlived its usefulness or be- 
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hints | have given here will often only 
Serve to cut losses rather than obtain 
victory, but cutting losses has real 
value in a running series. Second, 
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<ome counter-productive. Battles are 

very fluid affairs, Ultimately, "Victory 
At Sea" will more often go to the com- . 
mander who can adapt or who dares — 
to take a worthwhile gamble. 


































FC EFFECT DESCRIPTION 
all add target speed / 2 

all add target tum* / 2 

all add firer speed / 2 

all add firer tum* / 2 

V add 10, if other ships firing at target 
V add 30, if ranging in 


۷ add 20, if visibility < 21; add 5 if 
firing ship is Japanese 


У add 30, if visibility < 7, add 15 if 
firing ship is Japanese 
R add 30, for radar fire control 


AFTER ALL ADDITIONS HAVE BEEN 

MADE, THE FOLLOWING MULTIPLIERS 

MAY BE APPLIED: 

all Ж и, if crossing the target ship's ‘T’ 

al х (10 — RADAR) / 10, X 2 if fire 
control is KO'd 

all X RANGE / GUN MAX RANGE 

V X M, if ranged in 

AFTER ALL MULTIPLIERS HAVE BEEN 

APPLIED. 

all add 5 

all add 5, if CA, CL, CLAA, AK target 

al add 25, if DD, DE target 


V= visual fire control only 
R= radar fire control only 


If you have any questions or problems regarding the program or game, please send a self-addressed Машраб i 
question to: STRATEGIC SIMULATIONS, INC, 1046 N. Rengstorff Avenue, Mountain View, СА 94043. EN 7” 


ID DESCRIPTION SIZE RANGE PEN 
6 181/45 З iA 
= 16/50 30 42 26 
8 "16/45/ , (2072 _ B40 225 
9 15/42 222 3522 
10 14/50 Ie 6 > 
11 14/45 18 38 23 
роо 1/ 
13 8/55 берді” 2652 
14 8/50 SEIN 8 
15 6/60 4 30 7 
1688 /53 ро 2 
17 NE USO. > 4 2200-7 
18 6/47 = 26 Е 
19 6/45 NP 18 Д 
20 5.5/50 4 19 5 
21 5/51 2 12 5 
22 525/50 4 22 5 
23 5/50 з 20 = 
24 5/40 O 4 
25 5/38 Зи то 4 
26 5/25 осмия: 4 
27 47/4 3 16 = 
28 47/50 3% 18 4 
29 45/45 Qr n 4 
30 4/50 Да за 4 
31 4/45 2 16 5 
32 39/65 2-20 PENSA 
33 — 39/60 2: 18 A 
24 3/60 1 15 3 





The gun description consists of two num- 
bers: gun barrel size in inches / gun caliber. 
Numbers listed in the SIZE column repre- 
sent the weight of the shell. Numbers listed 
in the RANGE column reflect the range of 
the gun in 1000s of yards. Numbers listed in 
the PEN column reflect the armor penetra- 
tion effectiveness of the gun. 


Or call our Hotline Number: (415) 964-1200 every weekday, 9 to 5 (P.S.T.). 








RANGE 
9 35/40 14/10 
8 25/40 14/6 
9 33/28 16/1 
10 25/35 16/8 
35/50 45/22 
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sted in the size column 
of the torpedo warhead. 
bers listed for both the 


do. The first 
speed and range of the torpe 

ber is the speed or range of the torpedo 
at the ‘slow setting’ and the second number 
is the speed or range of the torpedo at the 


‘fast setting’ 
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represent the size 
There are two num 
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STRATEGIC SIMULATIONS, INC./CUSTOMER RESPONSE CARD 
1. What game is this card from? 








2, What Computer was used to play this game? 





3. Please rate the following aspects of the game 
(92 excellent, | = poor): 
Playability 9 8 11.6155 4 
Realism 9 8 7 6 5 4 
Excitement 9 8 7654 


21 

209] 

2271 

4. Have you Б played a board wargame before? 
o 


O Yes 


5. Please comment on this game. Include games you 
would like to see in the future, 


3 
3 
3 











6. How many other 551 games do you own? 
7. Where did you learn about this game? 
1) O friend 4) O magazine ad 


2) O retail store 5) O magazi i 
3) O SSI catalog 6) Ol other оғы 


o i. 
If magazine ad, which magazine? 
Vir cr c Med cC EUM 
Вина ee و‎ 


8. Where did you purchase this game? 
1) O computer store 
2) Û software store 
3) O toy/hobby store 
4) O bookstore 
5) O department store 
6) O SSI direct 
7) O other mail order 
8) O other 


Name, city, and state of store where game was 


purchased: 
A ej 





9. Name and address of a store whi 
like to see SS] products sold: оре, 


vum tcc NEY 
Е Е 


10. If you wish to be placed on our mailing list amd 
ve never completed this section before, please 
Write your name and address below: 


































































When SSI released KAMPFGRUPPE'", it was instantly hailed as the most realistic, detailed, and 


р wable simulation of armored warfare on the Eastern Front. It was considered one of the best 


wargames (if not the best!) on the subject matter. 
WARSHIP promises to be the "KAMPFGRUPPE'" of surface naval warfare. 


ENOUGH SHIPS TO SATISFY THE MOST AVID GAMER. 
Practically every warship that fought in the Pacific from 1941-45 is 
included in this game. You can choose from 79 classes of warships 
from the Allied (Dutch, British, U.S.) and Japanese fleet of battleships, 
heavy cruisers, light cruisers, destroyers, and transports. Each ship 
(maximum of 20 per side at one time) comes historically rated for: 
number, size and turret armor of main and secondary guns; number 
and type of torpedo mounts; maximum speed; radar; flotation; belt 
НЫ EET о armor; deck armor; and earliest year of availability. 
Japanese ships had powerful, long-range, and fast torpedoes, while 
the Allies boasted superior radar and damage control. 


CA PORTLAND FIRE 4 BRIDGE 0 
FLOOD 45  RUDDER.O ELECTRIC O 


0 CONTINUE 





The cruiser Portland after taking 


DET ACCURACY, AND REALISM а torpedo bit during the first naval 
AIL, у ; 
/, / , 
You set the course and speed, fire torpedoes, and choose "Ship" or 7211 of Guadalcanal Dots an 
“Division” command mode. In the former, you select targets for each с torpedoes fired at tx 


ship. In the latter, your ships are grouped into divisions (up to nine ata “49 Japanese battleships and tux 
time). You decide on line or parallel formation and give a general order “aroye 
to hold fire, fire guns, fire torpedoes, or open fire while the computer 


ca selects the targets. Collisions were a factor during the real war and are 
2x A120 H . А BB WASHINGTON 
2x A120 incorporated in this game. en 
НН A120 During combat, the computer keeps track of every single shell hit 
ах А 250 Ly) 
4х A250 and calculates damage based on such factors as armor strength, location 10 X 5/38 GUN FRIGHT 
H H TYPE 93 TORPEDO A16 . H : 

of hit, and penetration ability of each shell. Flooding, fire, and damage ARMOR: B15 05 16/1 

A A N RADAR: 2 PROPULSION: 28 

RADAR. 0“ PROPULSION: за to the bridge, rudder, engines, radar and electrical systems are all part 


of the game. 

Unlike other naval wargames, damage control in this game can, 
PRESS <KEY> TO CONTINUE through time, reduce the effects of fire, flooding, and rudder and TO CONTINUE 
electrical damage. 

Visibility is calculated by the computer, which takes into account 
distance, size Of ship, and time of day (daylight, dawn/dusk, and night 
time). At night, a ship that is shooting or on fire will be more visible. 


CREATE YOUR OWN SHIPS OR SCENARIOS. 

If you don't want to “buy” historical ships, you have the option to 
modify ship data. Similarly, if you want to depart from the provided 
scenarios (three historical, one hypothetical), you can make up your 
own maps. In this way, you can create any possible Pacific surface REPULSE 
engagement to suit your liking. BB REVENGE | 

During solitaire, the computer can direct either the Japanese or PRESS <RETURN> TO CHANGE SHIP түре 


SHIP A POINTS 1200 SHIPS 0 : : ЗН А 51 
SELECT SHIP CLASS ^m Allied side. A Case om PSO 





Weapons display of the American 
battleship Washington 


NEVADA 

NEW MEXICO 
MARYLAND 
NORTH CAROLINA 
SOUTH DAKOTA 
IOWA 

ALASKA 
PENSACOLA 
NORTHAMPTON 
PORTLAND 

NEW ORLEANS 
BALTIMORE 
NELSON 

KING GEORGE V 
REPULSE 


yesonaun-o 


СА МОСАМІ 55 
Е55 «RETURN» TO CHANGE SHIP ТҮРЕ 


LUPA TEL TI TA 89855 





and heavy я 5 imerican and British battlesbips 
; : Screen displays shown are simulated and based on the APPLE® 


Displays from other computer(s) may vary. 
APPLE is a registered trademark of Apple Computer, Inc. 
MADE IN U.S.A 





and heavy cruisers included in 
tbe game 




























BB IOWA 
f : 12 x 8"/60 Tertiary mounts: 12 x 57/40 Main guns: 9 x 16"/50 Secondary mounts: 20 x 5/38 
i Belt a 16 Deck armor: 9 Maximum speed: 33 Flotation: 95 Radar: 2 Вей armor: 16 Deck armor: 6 
est year of availability: 1942 Primary turret armor: 18 Secondary turret armor: | Earliest year of availability: 1944 




















CA NEW ORLEANS 

Main guns: 9 x 8"/55 Secondary mounts: 8 x 5/25 

Maximum speed: 33 Flotation: 20 Radar: O Bell armor: 5 Deck armor: 2 
Primary turret armor: 6 Secondary turret armor: 0. Earliest year of availability: 1941 





























со eben epi А‏ س ر 
























































































































AREARE 
AIRFARE Е 
bailed аз the most realistic, detailed, and | | 
4 rn Front. И was considered one of the be 
REED E. Veces ics lnc beu] ) uu the aaben қайыс 
WARSHIP pides to be the "KAMFPGRUPPE^ of surface naval warfare 


ENOUGH SHIPS TO SATISFY THE MOST AVID GAMER 
Trcrically every warship thai лаври in the Pacifi 





THE “КАМ! 


n SSI releascd KAMPFGRUFTE 





















02525 


die Alles boused superior radar and damage control 


TT 
in rd and choose “Ship” or 
ES 

During combat. dhe computer serps wack of eve unge hel да 
но e на 
MERCATI 
сестрите аа 
FEE 

c gummi cT cen 
E I ere 
= 

TUUM EUH TN 
EI en 


CREATE YOUR OWN SHIPS OR SCENARIOS. 
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Screen displays shown are simulare and based on the APPLE? 
Displays rom other computers) may vary 
APPLE is a regisrered trademark of Apple Computer, Inc 
MADE IN USA. 
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